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The universe contains unimaginable threats. Mighty 
armies gather for conquest, while scheming rulers at- 
tempt to put more and more people under their oppres- 
sive rule. Secret weapons and powers abound, wielded 
by those who seek destruction and chaos. 

The universe needs a defender, and nothing strikes fear 
into the evildoers like Voltron. Five robot lions, each pow- 
erful in their own right, combine and form the mighty Vol- 
tron, a towering figure with a blazing sword that strikes 
fear into the hearts of oppressors and tyrants. 

First formed over 10,000 years ago, Voltron can only be 
assembled by a united team of five Paladins. These heroes 
each pilot a different lion and must work together to de- 
feat the evil Galra empire from consuming the entire cos- 
mos. All who serve in that position learn that their bond, 
their teamwork, and their determination affect whether 
they can form Voltron and how well they work together 


THE VERSIONS OF VOLTRON 


Voltron: The Roleplaying Game will launch in two versions— 
one that supports the original Defender of the Universe series, 
and another for the Legendary Defender series. Both games 
will use the same rules but will have characters, setting 
information, and missions related to each series. For these 
quick-start rules, we only used the Legendary Defender 
setting—just remember you'll have your choice of setting 
with the full game! 
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when the giant robot emerges. A breach in their bonds 
could mean failure at the worst possible moment, so they 
always have to be aware of how they are working with 
each other and treating their fellow Paladins. 

The universe depends on it. 


of Paladins who pilot lions and can form Voltron (in the 
full game, a wider range of roles is available, but these 
quick-start rules focus only on the role of Paladin). The 
Paladins and their allies travel through the galaxy in the 
Castle of Lions, a spaceship that also serves as the home 
base for the lions that form Voltron. From the castle, the 
Paladins lead the resistance against the powerful Galra 
Empire. They will have the chance to explore the galaxy, 
encountering wild and wondrous new planets, strange 
beings, and dangerous threats, and in all of this they will 
try to live up to their lofty reputation as the legendary 
defender of the universe. 

Before you set off on this adventure, though, you need 
to know how the game is played. Time to suit up! 
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PLAYING THE GAME 


The Voltron RPG uses the Dice Core system. These 
rules give you the basics of how to play the game; the full 
rules have more options, including character creation and 
advancement options. 


THE BASICS 


Here are the core things you need to know. The first 
time an important term is introduced, it is bolded. 


Dice 

Most dice rolls in Voltron use a combination of D4, D6, 
D8, D10, and D12. Occasionally, a D20 is added to a pool. 
If multiple dice of one type are to be rolled, it’s noted with 
a number in front of the die type (2D4, 2D8, and so on). 


Dice Icons 


Voltron character sheets use color-coded dice icons to 
help players easily select dice during the game. Each icon 
is color-coded, shape-coded, and word-coded, so players 
can choose which form of coding works for them so they 
can quickly find the right dice. 


TERMINOLOGY... 


Voltron characters have six primary Attributes: 


e Vitality 
° Agility 
e Resolve 
e — Intellect 


¢ Influence 
¢ Channelling 


PLAYER GROUP SIZE 


The optimal group size playing Voltron: The Roleplaying 
Game is five players and a gamemaster. Not everyone will 
have a group that size, though, but that shouldn't stop you 
from playing. Here are some options for playing with groups 
of different sizes: 


aid WITH LESS THAN FIVE PLAYERS: 


The gamemaster can control one or two Paladins, 
keeping their actions minimal but ensuring their 
Skills and Attributes are used when Voltron is 
formed. The gamemaster should not make any 
Voltron rolls. 


Some players could control multiple Paladins, 
either making all Paladins as active or each other or 
keeping some as more secondary characters in the 
mission who are not as actively engaged as their 
main player character. 


The players could do most of the mission with 
their PCs, playing as though the Paladins had been 
separated. Then the other Paladins could show 

up just in the nick of time when it’s time to form 
Voltron, contributing their Skills and Attributes but 
no other actions. 


GROUPS WITH MORE THAN FIVE PLAYERS: 


Use the stats for the Galra Druid (p. 31) for a player 
character, a channeler of quintessence who is 
working alongside the Paladins. While they will not 
help form Voltron, their Quintessence Powers will let 
them play an active role throughout the mission. 
Note that we don't recommend going much over six 


players, as that can be a lot for a gamemaster to 
handle! 
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FEATS 


(The Actions of the Game) 


When you want to make something challenging 
happen in Voltron, that’s called a Feat. Feats are actions 
that require rolling dice to see what kind of results the 
action will bring. The categories of Feat rolls are broad, so 
gamemasters and players work together to flesh out how 
the roll translates into game action. 


Feat Rolls & the Feat Pool 


To perform a Feat, players make a Feat Roll, which requires 
a Feat Pool. That pool always involves three polyhedral 
dice (unless a player spends Channeling; see below). 


Building The Feat Pool 


Begin building your Feat Pool by selecting a D8. You } 
then add two dice: one for the applicable skill for the (4 
Feat, and another for the linked Attribute. If you don’t 

have the Skill in question, use a D4 and the die for the 

linked Attribute. This means you build the Feat Roll like this: 


Feat Die + Skill Die + Attribute Die + 
Upgrades/Downgrades 


Upgrades/Downgrades 


Once your dice are selected, some of them may be 
Upgraded (exchanging a lower-value die for a higher-value 
die) or Downgraded (exchanging a higher-value die for 
a lower-value die). Once the Feat Pool dice are gathered, 
players should look at their character sheet to see if any 
Upgrades/Downgrades need to be applied. 

On the character and reference sheet, all Upgrades 
are represented by a green, upward-pointing arrow, 
and all Downgrades are represented by a red, 
downward-pointing arrow. 

Dice Upgrades and Downgrades come in four - 
forms: zy 

¢ Gifts: A player may have gifts that ap- f- 
ply to the Feat they are attempting. J 
pz 


e Equipment: Various equipment 
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and weapons may provide an Upgrade or 
Downgrade. 

¢ Opposed Feat Roll: When making an Opposed 
Feat Roll directly against non-player characters 
(NPCs), the advantages or disadvantages of the 
characters relative to each other may cause Up- 
grades or Downgrades. For example, the player 
may be in a superior position to the NPC, thus 
gaining an Upgrade. 

e GM: The GM can always apply Upgrades or 
Downgrades based on unfolding circumstances. 


Player Chooses Dice: Players always choose which 
dice they wish to Upgrade or Downgrade, but they can 
never go above D12 or below D4. A D20 can only be used 
after a Voltron Formation Feat (see p. 20); otherwise, dice 
cannot be Upgraded to D20. 

Maximum/Minimum Dice: If players must Upgrade 
but have 3D12, simply add 2 to the final result of the 
die roll. If players must Downgrade but have 3D4, simply 
subtract 2 from the final result of the die roll. 

Must Downgrade: A player must always Downgrade if 
the rules say they need to do so. A player may ignore any 
Upgrade to their Feat Roll if they so choose. 


Making A Feat Roll 


Once the Feat Pool is finalized and any Upgrades or 
Downgrades made, the player rolls the dice and adds the 
results together. This is compared to a Difficulty Rating 
(DR) generated by the GM. If the roll equals or exceeds 
the number rolled, the player has succeeded! 


Detailed Explanation 


Use the following steps to determine which dice to roll 
for a Feat. 
¢ First Die (Feat): The player selects the Standard 
Feat (or action) they wish to engage in and starts 
to build the Feat Pool by grabbing D8. (A Com- 
plex Feat starts with a D6.) 
¢ Second Die (Skill): The Feat states which Skill 
applies. The player looks at the applicable Skill 
on their character sheet and selects the indicat- 
ed die. (If there is no applicable Skill, the player 
adds the default D4.) 
¢ Third Die (Attribute): The Skill indicates which 
linked Attribute applies. Once more, the player 


looks at their character sheet, finding the appli- 
cable Attribute and selecting that die. (On the 
character sheet, this is noted in parentheses af- 
ter the Skill name.) 
Add Gift (if any): The player reviews to see if 
there are any applicable Gifts. The Gift will call 
out if the player Upgrades or Downgrades during 
a given Feat roll. 
Add Equipment (if any): If any equipment (or 
other circumstances) applies additional Up- 
grades/Downgrades, add those as well. 
Make any Modifications (Upgrades or Down- 
grades): Once the three dice are selected and 
all Upgrades or Downgrades noted, the play- 
er applies all Downgrade and Upgrades to 
their dice pool. Players can either cancel one 
Downgrade with one Upgrade, or they can ap- 
ply them all, as they see fit. So if a player has 
three Downgrades and two Upgrades applied 
to the Feat Pool, the player may simply ap- 
ply one Downgrade (by canceling two Down- 
grades with two Upgrades), or they can apply 
them all. 
Roll Feat Pool: The player then makes a Feat Roll 
by rolling all three final dice, adding the numbers 
on each die into a total, and informing the GM of 
that total. 
¢ Success: If the final amount is equal to or 
greater than the Difficulty Rating assigned 
by the GM, the action was a success—the 
player did what they wanted to do and can 
figure out what's next! 
¢ Defeat: If the final amount is less than the 
Difficulty Rating, the action failed. Prepare 
to deal with the fallout! 
¢ Critical Successes: When making a Feat 
Roll, every 3 over the Difficulty Rating is 1 
Critical Success. (This value can be modified 
by other rules.) A variety of effects in the 
game are applied based on the Critical Suc- 
cesses of a Feat Roll. 
¢ Critical Failures: These are identical to 
Critical Successes, but instead of counting 
above the Difficulty Rating, count below 
the Difficult Rating for how badly they 
missed. A variety of effects in the game are 
applied based on the Critical Failures of a 
Feat Roll. 
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Exceptions: While there must always be three dice for 
the Feat Pool, the GM may modify how the Feat is built 
to best model the circumstances. For example, they may 
decide that D8 + Attribute 1+ Attribute 2 makes more 
sense for a given Feat Roll. The Intimidation Feat Roll on 
the Sample Feats table below is an example of this: D8 
+ Resolve + Influence. This is a replacement of a Skill, 
however, not an additional die; the player still only rolls 
three dice. 


Difficulty Rating 


The Difficulty Rating is a number generated by the GM 
representing the challenge of accomplishing a Feat. When 
a player makes a Feat Roll, the sum of their three dice must 
equal or exceed the Difficulty Rating for a success. 


The Difficulty Ratings are as follows: 


Child’s Play = 4 or more 
Very Easy = 7 or more 
Easy = 10 or more 
Standard = 13 or more 
Hard = 16 or more 
Very Hard = 19 or more 
Legendary = 22 or more 


The gamemaster starts at Standard difficulty, and then 
shifts the difficulty up or down based on a variety of 
factors. Difficulties generally shift up in steps of three, 
but the gamemaster can choose to use the numbers in 
between if they desire a little more granularity in their 
difficulty numbers. 


CHANGING DRs 


Shifting the Difficulty Rating is a quick and easy way 
to adjust the challenge without adding more Upgrades or 
Downgrades to player calculations. If the GM sees elements 
that may make a situation easier or more difficult, they can 
adjust the DR down or up 1 (respectively) for each such 
element. Remember that for every one-point change in the 
Difficulty Rating, the chance to succeed decreases around 
5 to 9 percent, depending on the Feat Pool and the starting 
difficulty. For reference, a single Downgrade tends to 
decrease the chance of success by a slightly higher margin 
than a Difficulty Rating increase of 1, depending on how 
elevated the dice pool is. 
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Opposed Rolls 


Sometimes, rather than rolling against a Difficulty 
Rating, players are trying to roll higher than each 
other or higher than an NPC. These are called Opposed 
(Feat) Rolls and follow the same basic format above for 
building the Feat Pools on both sides. Sometimes, the 
opposing characters will roll the same Attribute and Skill, 
sometimes different, depending on their roles in the Feat 
(e.g., attacking vs. defending). The GM often rolls first, 
creating a Difficulty Rating for the player to beat. 


Defense Roll 


One common example of an Opposed Feat Roll is com- 
bat. In combat, the target of the action makes a Defense 
Roll, rolling their Armor + Agility + Channeling Dice. (The 
bottom, left-hand corner of the character sheet includes 
a Defense box where these dice are already located for 
ease of selection during the game.) The result of that De- 
fense Roll generates the Difficulty Rating against which 
the attacker rolls. 


Defense Rating (Optional) 

Rather than make a separate Defense Roll, some groups 
may prefer to use a static target number to compare to 
attack rolls. All NPCs and character sheets include a De- 
fense Rating (in parenthesis next to Defense), which is 
the average Defense Roll of that character and can be 
used as a threshold. 

Before you start a session, your group should deter- 
mine how this will work at your table. For example, you 
might just have NPCs using the Defense Rating, or per- 
haps all NPCs and PCs will use the Defense Rating, or 
perhaps even some players will do it one way and some 
another. Using a fixed Defense Rating for NPCs but a De- 
fense Roll for PCs can be one way to put more power in 
player's hands—or at least their dice rolls. Determining 
beforehand what your group will use can significantly 
cut down on potential confusion during the game. 


Fatigue 


One of the consequences of failing a Feat can be dealing 
with the exhaustion that comes from strenuous effort. 
This weariness comes in the form of Fatigue. Some of this 
is up to GM discretion—failing to convince someone to 
adopt your plan may not cause exhaustion, but failing to 


break through a door might. A point of Fatigue is less than 
a wound, but enough Fatigue might add up to a wound. 
Anytime a player attempts a Feat and the die roll 
result is a Critical Failure of 3 (i.e., is 9 or more below the 
Difficulty Rating), check off a box on the Fatigue Track. 
Wounds: If a player needs to check off a Fatigue box and 
the track is filled, automatically take a Wound (see p. 15). 
Non-Feat Actions: Certain non-Feat Actions, such as 
sprint, may automatically apply a Fatigue point (see p. 9). 
Recovery: Players can take the Recover Action to 
eliminate Fatigue points (see p. 9). 


Samples 


Here are some examples of Feats you might encounter 
when playing Voltron. 


Standard Feats (D8) 


¢ Breaking Down Door: D8 + Athletics + Vitality 
e Charm: D8 + Persuasion + Influence 
¢ Con: D8 + Acting + Influence 
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Identify Object: D8 + Awareness + Intellect DOWNGRADES 
Information Search: D8 + Electronics + Intellect 
Intimidation: D8 + Resolve + Influence 
Jumping: D8 + Athletics + Vitality 
Melee Attack: D8 + Close Combat + Agility 
Noticing Someone Sneaking: D8 + Awareness + CHARACTER 
Intellect INFO 
Pick Lock: D8 + Engineering + Intellect 
Question Individual(s): D8 + Persuasion + 
Influence 
Ranged Attack: D8 + Ranged Attack + Agility 
Repair Biotech Device: D8 + Biotechnology + COMBAT 
Intellect 
Repair Electronic Device: D8 + Electronics + 
Intellect 
Repair Vehicle: D8 + Engineering + Intellect 
Search an Area: D8 + Engagement + Resolve 


Sneaking: D8 + Stealth + Resolve INTRO 
Tactical Planning: D8 + Tactics + Resolve MISSION 
Use Unknown Technology: D8 + Electronics + 

Intellect 
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Complex Feats ( 06) 


Apply Trauma Care: D6 + Medicine + Intellect 
[Requires Gear] 

Called Shot: D6 + Ranged Attack + Agility [Criti- 
cal Successes for attack rolls are lowered by 1; 
see Critical Successes on p. 4] 


Awareness vs. 
Engagement Skills 


Voltron features two ways of noticing details in the 
world: Awareness and Engagement. The difference 
between the two is that Awareness is passive while 
Engagement is active. For example, the Standard 
Feats list includes Identify Object and Notice Someone 
Sneaking. Both of those are passive, inherent abilities 
performed as people use their innate abilities to notice 
differences and contextualize new objects, which means 
they would use Awareness. Meanwhile, the Search an 
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Area Feat requires dedicated, active thought, and so falls 
under Engagement. 

Use that active/passive litmus test in any event where 
situational awareness is important and you're unsure if 
you should be using Awareness or Engagement. 


A Paladin riding in their lion at night on the surface 
of Olkarion has some of Zarkon’s forces in their 
sights and wants to fire their tail laser at a stationary 
vehicle's motive system to disable it. The GM says this 
is a Called Shot, making it a Complex Feat. 

The GM starts with the standard Difficulty Rating 
of 13 and increases it twice: once for long range, 
once for the darkness. The GM thinks each increase 
deserves the full three-point step, so the Difficulty 
Rating is set at 19. 

It’s time for the player to start building their Feat 
Pool. They start with a D6, since it's a Complex Feat. 

This is a ranged attack, so looking at the Ranged 
Attack Feat tells them to use the Ranged Combat 


iy 


skill. The player is a Paladin and has some experience 
shooting, so they have D8 in this Skill. 

The linked Attribute is Agility, which is a D10. This 
means the player will be rolling D6 + D8 + D10. 

Their odds of hitting at least 13 are decent, but 19 
will be a stretch. They need to roll well! 

They do, in fact, rol! well, hitting a 17—but that’s not 
good enough. The shot misses. It would have hit at a 
closer range, though, so they move their lion forward, 
preparing for the next shot. 


Non-Feat Actions 


In the Voltron RPG, actions fit into one of two 
categories: Feat and non-Feat. The Feats listed earlier in 
this section provide the basic idea for what Feat actions 
are. Those actions and all similar actions fit into the same 
time frame, meaning you can only take one such action 
per turn (during any portion of the game that requires 
Initiative Order, p. 13). 

Some non-Feat actions that can be taken in a turn along 
with a Feat; on any turn, you can take one Feat action 
and up to two non-Feat actions. In the vast majority of 
circumstances, non-Feat actions will not involve a dice 
roll, though gamemasters have discretion to include a roll 
if they think something about a player's situation imposes 
significant difficulty (such as attempting to make a hand 
gesture while being affected by a paralytic agent). Non- 
Feat actions are listed below (if an action is not listed 
below, assume it takes the time needed for a Feat, and 
thus should be considered a Feat Action, even if there is 
no roll involved): 

Certain Awareness Rolls: While Engagement rolls 
require a Feat Action, certain Awareness rolls can be 
made (per GM discretion) as a non-Feat action. This 
action would be for things such as looking quickly around 
a room, noticing the sources of a loud noise, and so on. 
This should not be used to give detailed information to 
players. 

Drop item: If something is in your hands and you don't 
want it there, you can drop it! 

Drop prone: You may drop to the ground as a non- 
Feat action. The gamemaster determines what effect 
that has on attacks and Defense based on particular 
circumstances. 

Gesture: Simple hand motions—pointing, a finger over 
the lips to request silence, that sort of thing—can be made 
as anon-Feat action. 


Recovery: Performing this action means you re-center 
and re-charge yourself, attempting to eliminate your 
accumulated Fatigue (see p. 6). You cannot take any other 
actions (Feat or Non-Feat), nor Spend Resolve or Spend 
Channeling, during the turn you work on Recovery. If 
you take any Damage on the turn you are Recovering, 
the Recovery doesn’t work. Once the turn in which you 
took this action is over, remove all accumulated Fatigue 
points. (See Using Quintessence, p. 24, for additional 
consequences of Fatigue). 

Run: This means moving up to or equal to the distance 
indicated by your Run movement speed. This includes 
moving a vehicle up to its speed. 

Sprint: This means moving up to or equal to the 
distance indicated by your Sprint movement speed and 
greater than your Run movement speed. This is a non- 
Feat action, but you receive a Downgrade on any attacks 
made while sprinting. Attacks made against you while 
you are sprinting also receive a Downgrade. If a character 
Sprints more than two turns consecutively, apply a 
Fatigue point (see p. 6). 

Talk: You can say a few quick sentences. If you can say 
it in three seconds, you can say it as a non-Feat action. 

Turn Simple Device On/Off: If the power switch to a 
simple device is within movement range, you can turn it 
on or off as a non-Feat action. The basic standard for this 
action is a light switch—if the power switch is the same 
level of complexity as a light switch, this action can be 
used. If it’s significantly more complicated, it will take a 
full Feat action. 


UPGRADES/ 
DOWNGRADES 


Upgrades and Downgrades from a character sheet are 
always applied (unless a player chooses to not apply an 
Upgrade). 

Upgrades and Downgrades beyond the character sheet 
can be awarded by the GM. They should be the primary 
rewards for different tactical decisions made in the course 
of gameplay. If players do something that gives them an 
obvious advantage, that should be reflected by giving 
them one or two Upgrades. Conversely, if players take 
an action that would obviously hinder them (whether by 
trying something difficult, such as a multiple weapons 
attack, or by making an error in judgment as to what 
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their best approach should be), Downgrades are the best 
response. 

The following guidelines should be used when 
distributing Upgrades and Downgrades. 

e |nan Opposed Feat, the effects of Upgrading one 
player or Downgrading another are virtually the 
same. This means that when all options are equal, 
choose the effect that changes the player's roll 
rather than anything the gamemaster is rolling. 

¢ One Upgrade should be a relatively common phe- 
nomenon, whether it is due to equipment, Gifts, 
circumstances, or other effects. Two Upgrades 
should be significantly more rare. Three Up- 
grades is the most that can be given for a single 
instance or condition and should only be distrib- 
uted in the most extraordinary circumstances. 
The same is true for Downgrades. A character 
may never have more than three net Upgrades 
or Downgrades (that is, the final result after all 
possible Upgrades and Downgrades have been 
compiled and have canceled each other out) on 
a single roll. 

e The player may cancel Downgrades with any Up- 
grades, or they may choose to apply them all. In all 
instances, the player chooses which die is Upgrad- 
ed or Downgraded. While the differences between 
choosing one die or another are small, players 
should be allowed to have that degree of control. 


The following circumstances have clearly defined 
Upgrades and Downgrades. 


COMBAT 


Cover, partial: Player in cover receives an Up- 
grade on Defense Rolls. 

e Cover, total: Player in cover receives 2 Upgrades 
on Defense Rolls but 1 Downgrade on their at- 
tacks made while in cover. 

e Multiple weapons attack: When using multiple 
weapons in a single attack, take 2 Downgrades 
on each attack. 


COVERT OPS 


e Sneaking: Gear and tactics to promote sneaking 
should provide an Upgrade. They can increase to 
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2 Upgrades if the character is being particularly 
sneaky but not to 3 unless there are extraordi- 
nary circumstances. 

¢ Spotting: Vision and other enhancements pro- 
vide 1 Upgrade. 


SOCIAL 


Good argument: When a player makes an argu- 
ment that is logically sound or appeals to the 
interests of the other party through roleplaying 
(.e., without making a Feat Roll), they receive an 
Upgrade. When they do both, they receive 2 Up- 
grades, though one such Upgrade may be canceled 
by inherent suspicion on the part of the listener. 

e Intimidating appearance: Characters with a Vi- 
tality of D10 or D1i2 automatically receive an 
Upgrade on Intimidation Feat rolls. Intimidating 
tactics generally receive 1 Upgrade, though gam- 
emasters may use discretion in determining the 
effectiveness of particular tactics. 


ATTRIBUTES 


Voltron characters are defined by six Attributes, key 
characteristics that stand in for their core abilities. They 


are as follows: 


Vitality 
Vitality represents a character's physical strength and 
endurance. 


Agility 

How easily can you dodge through a forest while 
piloting a lion at high speed or reach out a hand to grab a 
falling friend? Agility is a character’s ability to physically 
react quickly and with finesse in a given situation. 


Resolve 


When the pain is too much, will you still stand back 
up? When there's an innocent person in your way and 
a thousand other lives are on the line, will you pull 
the trigger with a steady hand? A character’s Resolve 
measures their mental strength and drive. 
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Intellect 


Who's the current ruler of the planet you've landed on? 
How damaged can your lion be and still function? If | punch 
a security guard, will | be arrested? A character’s knowledge, 
decision-making process, and general wisdom of how to 
react in various situations is described by this Attribute. 


Influence 


When you walk into a room, do others orient toward 
you? Can you assemble a team quickly and get them acting 
together smoothly? Or can you reverse an interrogation and 
get your captors to think they're the ones under the gun? 
Your charismatic ability to influence events is covered here. 


Channelling 


As you take your journey as a Paladin, you will learn 
the ways of quintessence. Channelling quintessence 
opens the door to a variety of powers, and this Attribute 
measures your Channelling ability to accomplish 
impressive deeds. 


Using Channelling 


After any Feat Roll, but before any success or failure 
against a Difficulty Rating has been resolved, a player 
may choose to spend Channelling. To do so, they roll a 
D12 and add that to the total sum of the Feat Roll. (This is 
the only instance when a player effectively rolls four dice 
for a Feat Roll.) 


Times Per Session 


Spending Channelling can only be done once per roll. A 
player can spend Channelling once in different rounds a 
number times a game session equal to their Channelling 
die, as follows: 


D4/D6 = 2 
D8/D10 = 3 
Di2=4 


Below the Channelling Die icon on the character sheet 
are boxes, underneath a Feat Roll heading, that are used 
to track this spending. 
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Wounds In the above table, “Upgrade” means automatically 


Upgrading one of the dice in the Feat Pool by one. Below 
Ifthe Channelling Attribute is Wounded, the player may is the list of skills, organized by their linked Attributed. 
still spend Channelling, but they roll a D4 + Downgrade 


(see Wounds, p. 15). a 
Vitality 
Reset Athletics »* Outdoors 
The limit for spending Channeling resets at the end of 


a gaming session. Agility 


SKILLS Close Combat + Piloting + Ranged Combat 


Skills in Voltron have the following levels: Resolve 
Engagement « Stealth « Tactics 


D6 
D6 + Upgrade 
_ Intellect 


D8 + Upgrade Awareness ¢ Biotechnology « Electronics 
Di0 Engineering » Medicine 

DiO + Upgrade 
D12 Infl 

Di2 + Upgrade nriuence 


Acting * Persuasion 
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GIFTS... 


Along with Attributes and Skills, characters have 
special Gifts that help set them apart. These should be 
used both for game mechanics and flavor—the nature of 
the Gift can help inform a player how their character 
would act and what their outlook will be. Players 
can design their own Gifts for their characters, with 
gamemaster approval, but they should follow the basic 
template of Gifts listed here. 

Each character selects a Gift at character creation. 
Some Gifts to select include the following: 


e Ace Pilot: Once per session, + Upgrade one either 
a Piloting or Vehicle Feat. 

e Blademaster: Once per session, + Upgrade when 
attacking with a blade (either held or thrown). 

¢ Combat Channeler: Once per session, + Upgrade 
on a Combat Quintessence Power. 

¢ Healer: Once per session, + Upgrade on a Feat to 
heal damage in another living being. 

e High Alert: Once per session, + Upgrade on 
Awareness Feat. 

e Juryrigger: When attempting a Repair Feat, you 
may re-roll a die. 

¢ Call of Quintessence: When attempting to locate 
a source of quintessence, you may re-roll a die. 

e Investigator: Once per session, + Upgrade on an 
Engagement Feat. 

e Master Channeler: Once per session, + Upgrade 
on a Channeling Feat. 

e Negotiator: Once per session, + Upgrade on In- 
fluence Feat. 

¢ Paladin Leader: May re-roll one die when making 
an Influence Feat to lead other Paladins. 

e Sharpshooter: Once per session, + Upgrade for a 
Ranged Combat Feat. 

¢ Sniper: When attempting a Called Shot, you may 
re-roll a die. 

e Stubborn: When someone is trying to use Influ- 
ence on you to convince you of something, you 
may re-roll a die on your Opposed roll. 

e  Survivalist: When attempting an Outdoors Feat, 
you may re-roll a die. 

¢ Tactician: Once per session, + Upgrade for a Tac- 
tics Feat roll. 


e Team Player: When attempting to assist another 
person in a Feat roll, you may re-roll a die. 

¢ Voltron Power: If you are part of a successful Vol- 
tron Formation test, automatically gain 2 D20s 
instead of the normal one. Critical Successes add 
to this total as normal. 


MOVEMENT. 


All character movement is in meters and is determined 
as follows: 


Run = Maximum Vitality + Agility dice values 
¢ Sprint = Run x 2 


SURPRISE 


Characters may attempt to surprise other characters, 
using the following guidelines. 

e Attacker: Each attacker can make a Stealth roll 
against a DR of 16. On a success, the DR for de- 
fenders noticing the attack goes up by 3. It in- 
creases an additional 3 for each Critical Success 
during that Stealth roll. 

¢ Defender: Generally speaking, a target needs to 
make a successful Awareness roll against a DR 
of 13 to notice a planned surprise attack (assum- 
ing they have a way to perceive the intended 
battleground, such as line of sight or a monitor- 
ing device at the scene). 

e Additional Effects: Characters who are surprised 
take an immediate -3 to their Initiative roll and a 
Downgrade on their first Defense roll. 


COMBAT. 


Whether you're outside a vehicle, riding your lion, or 
fully formed as Voltron, there will be times to take on and 
attempt to vanquish enemies. Here’s how you play out 
and resolve those battles. 


INITIATIVE 


If at any point the players and GM determine that 
the order of various actions taken by players and NPCs 
matters (usually combat, but could be a covert sneaking 
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into a facility or something similar), they roll for Initiative 
Order using the following rules: 


a 


Rolling Initiative 


When rolling Initiative, players select their Agility, 
Intellect, and Channelling Attribute Dice and roll, summing 
the numbers and informing the GM of the results. (The 
upper-left-hand corner of the Character sheet includes an 
Initiative box where these dice are already located, for 
ease of selection during the game.) 


NPC Rolling 


Unless there is a large number of NPCs, all NPCs are 
given a single initiative roll by the GM of 3D8, and all act 
simultaneously (for a large number of NPCs, see p. 17). 
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Initiative Order 


The GM builds the Initiative Order, highest to lowest 
value results, for all players and the NPC group. The GM 
will then start at the highest value, allowing that player 
their Feat, then shift down to the next highest value for 
their Feat, and so on, for the first round. 


Ties 

If there are ties, use the following order of highest 
value Attribute Dice for each tied player and change their 
Initiative Order number up by one (or more, as needed); 
if there is a tie with the NPC group, automatically reduce 
the NPC group's Initiative Order number by one. 


Agility 
Intellect 
Channelling 
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If all of that is still a tie, both players roll their Agility, 
and character with the higher result increases their 
Initiative by one. 


WEAPONS 


Weapons include a number of stats, as shown below 
(the name on character sheets, if different, is presented in 
parentheticals below); see Damage, below, for how these 


are used: 
LASER PISTOL 
RANGE WOUNDS SUCC NOTE 
20/40 1 2 Feat Roll: + Upgrade 


Name (Item): Name of the weapon. 


Range: In meters. Up to the first value is a standard Feat. From 
the first value up to the second value, the player receives a 
Downgrade for using this weapon. If it notes Melee in this stat, 
then the weapon can only be used hand-to-hand combat. 


Wounds: The base number of wounds inflicted when the weapon 
successfully hits a target. 


Phased Successes (Succ): This indicates the Phased Success level for 
this weapon; for each Phased Success on an attack, the weapon 
inflicts an additional wound. 


Notes: Additional rules, if any. 


DAMAGE... 


When making an Opposed Feat Roll for a Combat Feat, 
both players roll. The defender makes a Defense Roll 
by selecting their Armor, Agility, and Channeling dice 
(noted under Defense on their character sheet) and rolls, 
summing the numbers, while the attacker makes their 
Ranged/Close Combat Feat Roll. The higher number wins, 
with ties going to the attacker. 


1 WOUND 
(SUCCESSFUL FEAT ROLL) 


If the attacker’s roll equals or succeeds the Difficulty 
Rating generated by the defender, one Wound is 
automatically applied. (Some weapons may automatically 
apply more than one Wound, as noted under those 
weapons.) 


Critical Success 


An Attack Feat imposes a Critical Success if it exceeds 
the Defense Roll (or Defense Rating) by the indicated 
amount. For each Critical Success above the target, 
an additional Wound is inflicted. For example, if the 
defender made a Defense Roll with a result of 9 as their 
initial Difficulty Rating to be hit and the attacker rolled a 
15 on their Attack Roll and the Critical Success value of 
the weapon is 3, that would be two Critical Successes, so 
in addition to the original Wound (provided the weapon 
used only applies a single Wound), the strike does three 
additional Wounds, for a total of four Wounds. 


ARMOR CRITICAL 


During a successful Opposed Combat Feat, if the 
attacker generates three Critical Successes with their roll 
(as determined by the weapon they are using; i.e., if it has 
a Crit of 2 then rolling 6 more than the target’s Defense 
roll), the target player's armor receives a Critical; they 
check that box on their character sheet. This is treated 
exactly like a Wound: i.e., any future Defense Roll now 
includes a Downgrade. 

Critical Already Checked: If the Armor Critical box is 
already checked when an Armor Critical occurs, instead 
it automatically generates 1 additional Wound. 

Non-Lethal Weapons: Non-lethal weapons cannot do 
critical damage to armor. 


WOUND TRACK 


Assign Wounds to the first open cell, from top to 
bottom, left to right, on the character sheet’s Wound 
Track. 

¢ — Skill Wound: Player marks Wound box on any 
Skill. 

e Attribute Wound: Player marks Wound box on 
any Attribute. 


All future Feats made with those Skill or Attributes 
apply a Downgrade. 
e KO: Player can take no more actions until healed. 
¢ Death: Character is killed. 
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Here's an example Wound Track (on the character 
sheet, Unconscious and Death are indicated by icons): 


Downgrade Skill: 
Downgrade Another Skill: 
Downgrade Another Skill: 
Downgrade Another Skill: 

Downgrade Attribute 

Downgrade another Attribute: 
Downgrade another Attribute. 
Downgrade another Attribute. 
Downgrade another Attribute: 
Downgrade All Feats: 
Knocked-Out 
Death 


Optional: To the right of each Wound descriptor, in each 
cell of the Wound Track, is space where players may, if 
they so choose, write in the type of Wound they received, 
based upon where it’s applied. For example, if a player 
takes a “Skill Wound,” and they apply it to Ranged Combat, 
the Wound could be a “broken hand” for their trigger finger 
(they would write that in). Meanwhile if they continue with 
more Wounds and have to apply an ‘Attribute Wound,” and 


they decide to apply it to Intellect, that could be a nasty 
“concussion” (again, they would write that in). 

Wound Boxes: On the character sheet, each Skill and 
Attribute have Wound boxes you check upon receiving 
such a Wound. This is an easy way to determine when 
Downgrades are applied for future Feat Rolls. Multiple 
Downgrades cannot be applied to the same Skill or Attribute. 

For example, if you’ve taken an Attribute Wound and 
choose to apply that Wound to Agility, you would mark 
the box underneath the Agility icon, as well as the Wound 
boxes for Agility in the Initiative and Defense sections. 
For future Initiative, Defense and Skill rolls with a Linked 
Agility Attribute, after building the Feat Pool, you then 
automatically apply the Downgrade from that Agility 
Wound. 

Cumulative: All Downgrades are cumulative. For 
example, a player with a Close Combat Skill Wound, an 
Agility Wound and an All Feats Wound would apply 
three Downgrades after building the Dice Pool for a Close 
Combat Feat. 


HEALING 


Injuries happen to Paladins out in the field, and they 
don't always have time to just recover through rest. 
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Healing Feats can help them get back to full speed faster. 
When healing, you start at the bottom of the wound 
list and move to the top. (Some equipment may provide 
automatic healing.) 

Make a First Aid Feat or Trauma Care Feat against the 
following Difficulty Rating: 


Wounds Difficulty Rating 


Skill Wound = Standard (13) 
Attribute Wounds = Hard (16) 
All Feats Wound = Very Hard (19) 
Knocked Out (KO) = Very Hard (19) 


e First Aid Success: Heal 1 Wound 

¢ Trauma Care Success: Heal 2 Wounds 

¢ Critical Successes: For each Critical Success 
in First Aid or Trauma Care, heal 1 additional 
Wound. 


If the player is healed of the Knocked Out Wound, they 
immediately wake up. 


Healing example: Using the Wound Track above, let's 
say that player has received six Wounds, and so when 
another player attempts a First Aid Feat on that character, 
their Difficulty Rating is 19. They roll a 25, giving them 
two Critical Successes, so the player heals a total of 
three Wounds. The next First Aid Feat to heal Wounds 
on that character would roll against a Skill Wound, so the 
Difficulty Rating would only be 13. 


GROUP RULES 


Sometimes, whether in combat or other circumstances, 
the player characters may face large groups of opponents 
instead of just a handful. Making Feat rolls for every NPC 
involved in an encounter can be time-consuming, so these 
rolls are meant to simplify the process. 

A group of up to twelve NPCs can be handled with 
a single roll, whether they are attacking, chasing in a 
vehicle, trying to spot a target, or some other activity. 
Take the one individual in the group best suited to make 
the Feat roll, then provide the following number of 
Upgrades based on group size. This approach can be used 
for any roll, including Initiative rolls: 


Group size # of Upgrades 
1-3 0 
4-6 1 
7-9 2 
10-12 3 


VEHICLES 
& PILOTING 


Whether they’re riding a lion into combat against the 
forces of the Galra Empire or maneuvering a starship 
across the galaxy, a character's ability to pilot a craft 
will likely play a role in most Voltron games. This section 
covers making those vehicles do what you need them to. 


Basic Piloting Feat Roll 


Typically speaking, a piloting Feat has two stages. The 
first is a Piloting roll to see what kind of skill the character 
adds to the attempted maneuver. The player rolls Feat die 
+ Piloting + Agility against a difficulty level set by the 
gamemaster. If they succeed, they gain an Upgrade on 
their Vehicle roll; each Critical Success gains an additional 
Upgrade. If the roll fails, they do not get an Upgrade, and 
any Critical Failures result in a Downgrade on the Vehicle 
test. If the test involves a fairly normal piloting maneuver, 
such as turning, accelerating, braking, then it’s a Simple 
Feat, even if the situation involving those maneuvers is 
intense. If it involves putting the vehicle into the type of 
maneuvers not usually performed, such as drifting in a 
ground vehicle or performing an Immelman in an aircraft, 
then it’s a Complex Feat. 

Additionally, at some points Piloting + Resolve might be 
used instead of Piloting + Agility if the maneuver involves 
a severe test of nerve for the pilot, such as charging their 
lion into heavy enemy fire or keeping their composure 
while a vehicle careens out of control. 

The character then makes a Vehicle Feat roll, using their 
vehicle's Attributes and Upgrades or Downgrades earned 
on the Piloting roll. Similar to weapons, vehicles have 
three attributes with dice assigned to them: Handling (to 
represent how well the vehicle responds to attempts to 
move it across its traveling surface), Build (representing 
the overall strength of the vehicle's construction), and 
Zoom (representing a combination of the vehicle’s speed 
and handling). The player rolls to see if the vehicle can 
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do what they want it to do while adding (or subtracting) 
the effects of their Piloting Feat roll. This test may have 
a fixed difficulty if the vehicle is trying to do something 
on its own, or it may be an Opposed Feat roll if it involves 
two vehicles going against each other (for example, one 
trying to ram the other or a vehicle chase). 

Note that while the lions that make up Voltron are 
subject to these rules, Voltron itself falls into a separate 
category; see Voltron, p. 19 for more details) 


Vehicle Speed 


Each vehicle has its normal top speed listed. Vehicles 
can generally be assumed to be traveling at their top speed 
when in motion without worrying about acceleration rates. 
Certain circumstances or spells might make them travel at 
half or quarter speeds; round these down when necessary. 

Vehicle speed should generally be used to determine 
how long it takes a vehicle to to cross a certain amount of 
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space, without getting into detailed simulations of relative 
vehicle position. For that, use the Chase Rules, below. 


Chase Rules 


As vehicles interact, gamemasters should not let 
the situation become bogged down in the minutiae of 
precise speed, acceleration, and exact vehicle placement. 
Instead, focus on what the players intend to do in the 
chase and whether their dice rolls and vehicle capabilities 
allow them to do it. A few dice rolls as shown in the 
example should be enough to establish how the chase 
will go without being bogged down in turn after turn of 
individual moves. Rather than use vehicle stats for exact 
placement, use them to help determine when and how 
Upgrades and Downgrades should be distributed—for 
example, if one vehicle has significantly higher Speed 
and Zoom than a vehicle it is pursuing, it should gain an 
Upgrade on its Vehicle Feat roll. 
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VEHICLE CHASE 


Hunk, in his Yellow Lion, has been separated from 
the other Paladins and has three Galra closing on him. 
Outnumbered and alone, he wants to make a getaway. He's 
on an open plain, but he thinks if he can get to some nearby 
foothills, he can shake his pursuers. He just needs to stay 
ahead of his pursuers and then get out of their sight in the 
hills. 

The gamemaster decides he should make two overall actions. 
The first is to pull far enough ahead of the Galra troopers so 
that he has a chance to lose them, and the second is to lose 
them in the foothills. The gamemaster also decides these will 
both be opposed rolls. 

The gamemaster sets the initial Piloting Feat roll difficulty 
at 13 and decides this is a Simple Feat, as it primarily involves 
moving quickly, which is a basic maneuver. Both the player 
and gamemaster make their Piloting Feat rolls simultaneously. 
Hunk rolls D8 + D6+* (Piloting) + D10 (Agility), getting a 16. 
That's a regular success and one critical success, so he gets two 
Upgrades. The gamemaster uses the Group rule and takes an 
Upgrade for the three Galra, starting with D8 + D6+* (Piloting) 
+ D8 (Agility). They decide to upgrade a D8 to D10, and they 
roll 14—enough for a single Upgrade. 

Now it's time for the first Vehicle roll. The Yellow Lion stats 
give Hunk D10 (Handling) + D8 (Build) + D8 (Zoom), and he 


Vehicle Damage 


Vehicles don’t have skills-when needed, they use the 
skills of their pilot. That means any damage they receive 
reduces one of their attributes. Whenever a vehicle is 
damaged, rotate regularly through the Attributes, in this 
order: Zoom, Handling, Build. Zoom is always the first 
Attribute damaged. If an Attribute has been damaged 
below D4, move the damage to the next Attribute in 
order. 

All vehicles start with their Attributes higher than D4. 
Reducing an Attribute to D4 has the following effects: 

¢ Handling: The vehicle cannot make sharp turns 
and cannot attempt to evade pursuit. 

¢ Build: A single wound on the vehicle has the 
chance to transfer to the pilot (see below). 

¢ Zoom: The vehicle can only move at quarter of 
its normal speed. 


If any Attribute currently sitting at D4 receives a 
wound, the vehicle is disabled until it is repaired. If all 
Attributes go under D4, the vehicle is destroyed. 


upgrades D10 to D12 and D8 to D10. The Galra troopers get 
two Upgrades, too—one for their Piloting Feat roll, another 
because they are a group of three. Their base is D8 (Handling) 
+D6 (Build) + D6 (Zoom), and the gamemaster Upgrades the 
Build and Zoom dice, making them both D8. The vehicle Speeds 
and Handling are similar enough that the gamemaster does not 
award any further Upgrades or Downgrades. 

With the power of the Yellow Lion moving him, Hunk rolls 
an 18, while the Galra roll a 14. Hunk succeeds, and with a 
Critical Success. The gamemaster decides that not only did 
he open a sizeable lead, but he gains an Upgrade on his next 
Vehicle roll. 

They now reach the foothills, and Hunk will try to lose the 
troopers. They both roll Piloting again, but this time it’s a 
Complex Feat to reflect the difficulty of moving in the uneven 
environment, so the Feat die becomes a D6 for both. Hunk rolls 
a 13, the Galra get an 11. Hunk gets an Upgrade, the Galra get 
nothing. 

Now one more Vehicle Feat roll, again using D6 as the Feat 
die instead of D8. Hunk has one Upgrade from his Piloting test 
and one from his previous Vehicle test, while the Galra have 
one Upgrade for being a group. Hunk rolls 16, the Galra roll 
10. He easily loses them in the hills, and then moves on to 
reunite with his fellow Paladins. 
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Damage Transfer to Passengers pet 


If a vehicle receives a single wound, its structure 
protects anyone inside, and they are not damaged. If 
the vehicle receives more than one wound from a single 
attack, damage might transfer to people in the vehicle. 
When more than one wound is received from an attack, 
everyone in or on the vehicle should roll Athletics + 
Vitality + D8 for damage resistance. Rolling 10 or more 
means they do not receive a wound; rolling under 10 
means they receive a wound. If more than two wounds 
are delivered in a single attack, Downgrade passengers’ 
damage resistance rolls, but they'll only receive at most 
one wound. 


USING VOLTRON 


Voltron is an incredibly powerful warrior, and forming 
Voltron is the signature event of this game. It is also the 
only time in the game when a D20 can be used. Here are 
the rules for forming and fighting with Voltron. 
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The Formation Test 


Before Voltron can be wielded, it must be formed. This 
means all five lions must be in one place, and all of them 
must be reasonably functional, meaning none of them 
has four or more Attribute wounds. If even a single lion 
has four or more Attribute wounds, Voltron cannot be 
formed until repairs are made. 

If the lions are in good repair and in the same location, the 
Paladins make a Formation Feat roll. This is a Complex Feat, 
so the Feat die is D6. The other dice are the current highest 
and lowest Resolve dice among the Paladins, taking into 
account any existing wounds. The Paladins should choose 
among themselves who actually rolls the dice. 

Forming Voltron isn't easy—the base difficulty is 15. 
This is because it’s a test of will and teamwork even 
more than it’s a test of getting the pieces to work 
together. The Paladins have to be united to make the 
formation happen. 

The gamemaster should feel free to adjust the Difficulty 
Rating and hand out Upgrades or Downgrades based on 
how well the Paladins have been working together. Are 
there simmering tensions among the Paladins? That's 
probably worth a Downgrade. Did the recent battle show 
teamwork and even a willingness for sacrifice among 
the Paladins? That might be a couple of Upgrades or a 
reduction in the Difficulty Rating to 12. 

The odds of success should be the gamemaster’s 
guide for how they make adjustments. The basic 
Formation Feat roll will be D6 + D1iO + D6, at least 
until the Paladins advance their attributes. Right out 
of the gate, the odds are not good-they’re only going 
to succeed about 31 percent of the time. But if they’ve 
been working together well and carrying out a solid 
battle plan, they can greatly increase their odds. A 
reduction in Difficulty Rating from 15 to 12 increases 
their chance of success to 60 percent. Gaining two 
Upgrades with a Difficulty Rating of 15 improves their 
odds to 50 percent. And if they get the double Upgrade 
and the reduction in Difficulty Rating to 12, their odds 
are a very manageable 73 percent. 

If the Formation Feat roll is successful, Voltron is 
formed, and the PCs can start using its powers (see 
Voltron Powers, at right). Additionally, the PCs gain 
access to a single D20 roll. For each critical Success 
on this Formation roll, award another D20 roll (this 
can be tracked by giving the players a D20 for each 
roll they earned or by giving them some sort of token 
or counter to track how many D2O rolls they have 
earned. 


While the PCs are formed as Voltron, 
they can use a D20 to replace a DIO 
or D12 in their Feat Pool. They do not 
need to have earned an Upgrade to 
do this, but once they have used 
any D20 roll, it is gone. They can do 
this with as many D20s they have 
earned, but only once per Feat roll. 

If they end their Voltron formation, 
either through choice or damage, any 
unused D20 rolls are lost. 


Voltron Powers 


When acting as Voltron, Paladins have 
access to the special powers. To use a 
power, Voltron needs to summon the power 
and then use it. For summoning purposes, 
each power comes with a listed Difficulty Rating, 
Critical Success/Failure, and Feat pool. The Difficulty 
Rating can be increased based on circumstances but 
generally should not be decreased—instead, circumstances 
should grant Upgrades. As with the Formation test, any 
player can roll the dice for these Feats, whether their Skill 
or Attribute is used in the test or not. 

If any Feat roll to use a Voltron Power has a Critical 
Failure, provide a marker or token designating Voltron as 
“Failing.” If that token remains in place and the players 
receive another Critical Failure on a Voltron Power 
roll, then the current formation of Voltron ends. A new 
formation cannot be attempted until the lions have 
recharged their power crystals (see p. 24). 

Some powers are noted as requiring one hand. Voltron 
cannot wield more than two of those weapons at a time; 
if the Paladins want to summon a third weapon, one of 
the others must be let go and cannot be used until re- 
summoned. 


Range: Self 
Feat Type: Simple 


Difficulty Rating: 12 
Critical Successes: 2 
Feat Pool: Highest player Channelling + lowest player Electronics 


Effect: Voltron is protected by a force field that resists incoming 
attacks. Add 3 to the Difficulty Rating of incoming attacks, and 

eliminate any electrical damage effects from those attacks. The 

effect lasts for 3 rounds + 1 for each Critical Success. 
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Range: Self 
Feat Type: Simple 
Feat Pool: Highest player Close Combat + lowest player Channelling 


Effect: This is Voltron’s signature weapon, a giant flaming sword 
that slices through enemies. It's very powerful and requires 

two steps. First, it must be summoned using the Feat roll listed 
above. Once it is summoned, it lasts 5 rounds + 1 for each Critical 
Success on the Feat roll to summon. Requires 1 hand. Attacking 
with the sword is a Simple Feat using the highest player Close 
Combat and the lowest player Channelling. The Blazing Sword 
can be used in a sweeping attack to slice up to four targets in 
range—apply a Downgrade in the attack Feat roll for each target 
beyond the first. The sword can set structures on fire with a solid 
blow-typically that is an attack Feat roll with a Difficulty Rating 
of 16, it that can change based on the solidity of the structure. 


The sword’s weapon attributes are as follows: 


Difficulty Rating: 14 
Critical Successes: 3 


Feat Roll: Add Fire damage if weapon 


Melee 1 2 
causes at least one wound. 


GUNLK-START RULES 


Range: Melee 
Feat Type: Simple 
Feat Pool: Highest player Electronics + lowest player Channelling 


Effect: This secondary blade is not as mighty as the blazing sword 
but can provide a powerful complement. It does the damage listed 
below when used normally. Requires 1 hand. 


Difficulty Rating: Treat as attack 
Critical Successes: 3 


Feat Roll: Add Electric 


Melee | 3 damage if weapon hits 


Range: 200/500 ‘Difficulty Rating: Treat as attack 
Feat Type: Simple Critical Successes: N/A 
Feat Pool: Highest player Ranged Weapon + lowest player Agility 


Effect: The eye beams have great range but are one of the weaker 
weapons of Voltron, and they are primarily used as a distraction. 
No matter what the attack Feat roll is, the eye beams can only 
inflict one wound. The bright, stunning nature of the blast makes 
targets who are hit take a Downgrade on their next Feat roll. 


Can only inflict one wound per 


200/500 1 n/a hit, distracts targets 


Range: 100/200 __ Difficulty Rating: Treat as attack 
Feat Type: Simple Critical Successes: N/A 
Feat Pool: Highest player Ranged Weapon + lowest player's Agility 


Effect: The ice ray doesn't inflict any immediate damage, but 
the freezing effect makes it useful. It’s particularly valuable for 
stopping a charging vehicle in its tracks. Frozen targets receive 
2 Downgrades on defense rolls when attacked (or reduce the 
Difficulty Rating of the attack by 2 if using the fixed defense 
rating rule for combat; see p. 8). Movement rates of target are 
reduced by 75 percent. 


Cuts speed of target in half; one Critical 


100/200 : 7 Success means target is frozen until ice melts. 


Range: 50/100 
Feat Type: Complex 
Feat Pool: Highest player Ranged Weapon + lowest player's Resolve 


Effect: The range is short but the attack is powerful, as the four 
lion heads on Voltron’s limbs launch into a target. Naturally, this 
is usually used against large targets to stack up damage quickly. 
One drawback is that once this attack is used, it cannot be 
immediately used again, as Voltron does not carry spare heads. 
Left alone, the lion heads will fly back to Voltron in 3 initiative 
rounds, but if some force impedes their progress, it could take 
longer and reduce the damage of this attack. For each head 
missing when this attack is made, the attack gets a Downgrade, 
and the Critical Successes number increases by 1. 


Difficulty Rating: Treat as attack 
Critical Successes: 2 


Heads must return to Voltron before 


s0/100 2 2 attack can be used again. 


Range: Melee 
Feat Type: Simple 
Feat Pool: Highest player Athletics + lowest player's Agility 


Effect: The lariat is a whip-like strand of energy that can ensnare 
opponents. For ensnaring targets, if the Feat roll is successful, 
targets must roll an Athletics + Agility (13) Feat roll, with a 
Downgrade for each Critical Success on Voltron’s roll. Failure means 
they are ensnared; they cannot move. If they want to move, they 
have to spend a turn making a Vitality + Agility (13) Simple Feat 
roll; success means they free themselves from the lariat, while 
failure means they are still ensnared. Requires 1 hand. 


Difficulty Rating: 13 
Critical Successes: 3 
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Range: 25/50 
Feat Type: Complex 


Difficulty Rating: Treat as attack 
Critical Successes: 4 
Feat Pool: Highest player Ranged Weapon + lowest player's Agility 
Effect: More of a desperation attack than one of Voltron’s bread- 
and-butter tools, the neutron needles fire from Voltron’s head and 
go right for the eyes or sensors of an opponent in an attempt to 
cut off their sight. A hit from the needles causes a wound; if the 
attack roll has a Critical Success, then that wound automatically 
Downgrades the target's Intellect. 


Automatically damages Intellect 


25/50 i . with a Critical Success. 


Range: Self 

Feat Type: Complex 
Feat Pool: Highest player Engineering + lowest player's Intellect 
Effect: Voltron typically suffers from wear and tear as fighting 
progresses, and sometimes on-the-fly repairs are key to a 
successful fight. A successfully Repair Feat roll can do one of two 
things: heal one wound done to one of the Voltron lions or remove 
the Failing token (p. 20) to avoid losing the Voltron formation on 
the next Critical Failure of a Voltron Power Feat roll. 


Difficulty Rating: 14 
Critical Successes: 3 


Range: 150/300 __ Difficulty Rating: Treat as attack 

Feat Type: Complex 
Feat Pool: Highest player Intellect + lowest player's Ranged Attack 
Effect: One of the more common Voltron attacks, using the missiles 
is more about calculating when and how to fire these guided 
projectiles rather than the quick-trigger firing of some of the 
other weapons. The missiles emerge from the blue and yellow lion 
heads at the foot and streak toward a target, even avoiding some 
obstacles in their way as they approach their destination. The 
steady damage combined with good range make this an effective 
weapon. If the attack roll gets any additional Wounds due to 
Critical Successes, they can be divided among multiple enemies 
who have the same or lower Defense Rating as the target. 


Critical Successes: 3 


150/300 1 3 None 


Range: Self Difficulty Rating: 13 
Feat Type: Simple Critical Successes: 3 DEFEND 
Feat Pool: Highest player Vitality + lowest player's Tactics THE 
Effect: When the damage starts pouring in, Voltron’s shield is a UNIVERSE 
powerful barrier to block incoming attacks. While the shield is up, 
give Voltron an Upgrade on any tests to avoid an attack, and reduce 
the damage of any incoming attacks by one wound. The shield lasts 
for four rounds plus one for each Critical Success. Note that while 
the shield is being used, Lion Head Launch cannot be used. 
PLAYING 
THE GAME 
Range: 100/200 __ Difficulty Rating: Treat as attack 
Feat Type: Complex Critical Successes: 4 
Feat Pool: Highest player Agility + lowest player's Ranged Combat 
Effect: The spinning lasers that explode on contact can do 
devastating damage if they hit properly. With a single Critical FEATS 
Success, the spinning laser blades explode in a spot that does 
extra damage, causing two extra wounds instead of one and 
doing Fire damage. If there are multiple targets within five meters 
of each other, the wounds can be divided among them. 
100/200 1 4 None UPGRADES/ 
DOWNGRADES 
Damaging Voltron 
When Voltron is attacked, it has Di2 armor, and 
then add the highest player Agility and lowest player 
Channelling. CHARACTER 
Voltron does not have its own damage track. Instead, INFO 
damage is spread among the component lions. The 
gamemaster can choose to make called shots against 
Voltron using the normal rules (p. 8) in order to damage a 
specific lion. If damage is inflicted without a called shot, 
the gamemaster should roll a D6 for each attack. The 
result tells where the damage goes as follows: COMBAT 
Die roll Damage location 
1 Black lion 
2 Red lion 
3 Green lion 
4 Blue lion 
5 Yellow lion INTRO 
6 Players choose which lion is damaged MISSION 
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Ending Voltron Formation 


The current formation of Voltron ends when any one of 
the following conditions is met: 
e Any one lion has four or more Attribute wounds; 
e The Paladins fail an attempted use of a Voltron 
power when they already are Failing (See p. 20); or 
e The Paladins decide to end the formation. 
Whatever the cause, once the formation ends, Voltron 
cannot be reformed until the lions recharge their power 
crystals with quintessence (for these rules, recharging 
takes 2 hours). Additionally, Voltron cannot form if any 
lion still has four or more Attribute wounds. 


USING 
QUINTESSENCE 


Quintessence is a mystical substance that flows 
throughout the universe, and it can be used to power 
many useful effects. It is very helpful in healing, and it 
also powers machines, vehicles, and more. The full uses 
of quintessence are still being explored, but this section 
sets out some uses of it. 


QUIRKS 


While the effects of quintessence can be felt by anyone 
(see Channelling, p. 11), using these special channelling 
powers requires high Channelling, meaning D8 or 
D10. For these rules, some Paladins have been given a 
Quintessence Power, but players can opt to swap it out 
for another one if they so choose. 


Quintessence Power Feat Roll 


Quintessence Powers are resolved using two Attributes: 
Channelling and Resolve. The Feat die is added to the 
pool as normal (p. 4). 


Fatigue 


Using Quintessence Power is draining. Every time you 
use a Power, mark off a Fatigue box on your character 
sheet. For each Fatigue box, Downgrade any Quintessence 
Power Feat die once. 

If you ever perform a Quintessence Power Feat when 
your starting Feat die is D4 (before the Downgrade from 
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using the Power), you take a Wound when completing 
that Feat rather than marking off a Fatigue box. 

For example, if a player with two Fatigue were using 
the Ethereal Dart Power Feat, with a Resolve D6 and 
Channelling D8, they would build their Feat Pool as D8 + 
D6 + D8. The two Fatigue points reduce the D8 Feat die to 
D4. If they were using the same Ethereal Dart Power Feat 
and had three Fatigue, then they would automatically 
take a Wound after they take that action. The decision 
to use the Power depends on how desperate they are to 
gain its benefits! 

You can recover from your Fatigue by performing a 
Recovery action (see p. 9). 


Using Quintessence 
as a Weapon 


Some forms of Channelling quintessence are used 
to attack others, effectively using quintessence as a 
weapon. In these cases, the power is treated as a Ranged 
Combat or Close Combat Feat depending on the nature 
of the attack. The basic attributes of a Quintessence 
Power are listed below (the label on character sheets, if 
different, is presented in parentheticals). 


30/50 1 a See rules 


Name: Name of the Quintessence Power 


Range: In meters. Up to the first value is a standard Difficulty 
Rating. From the first value up to the second value, the character 
automatically receives a Downgrade on their Feat roll. If it 

notes Touch in this stat, then this power can only be used when 
touching the target (if it is a combat power, it then uses the Close 
Combat skill). 

Wounds: The number of Wounds applied when a weapon is used 
successfully against a target. 

Critical Successes (Crit): The Critical Success value for the power 
shows how the number above the Difficulty Rating needed to 
impose an additional wound. An additional wound is applied for 
each Critical Success. 

Notes: Any additional rules, if any. If these are more detailed than 
can fit on the character sheet, it will simply say “see rules.” 
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Other Quintessence Powers 


If a Power is not meant as a weapon, the power lists 
Potency, Efficacy, and Discipline dice that are used for 
certain effects. The default use is for the duration of 
the power. Unless otherwise noted, the base duration 
for a Non-Weapon Power is three turns. At the end of 
three turns, the channeler may roll Potency + Efficacy 
+ Discipline (abbreviated P/E/D) with a Difficulty Rating 
of the DR used for the initial power use. Success means 
the Power stays active for three more turns; each Critical 
Success adds another turn. At the end of this extended 
duration, the Power expires (a second Potency + Efficacy 
+ Discipline roll cannot be made). 

After that, in order to keep the object moving, the 
character must refresh the Power by using it again. No 
Feat roll is needed, but Fatigue is experienced as normal, 
and a Recovery Action cannot be performed the same 
turn as this Power refresh. Additionally, some Powers 
use those three elements in different ways, as indicated 
in that Power's details. 


Quintessence Powers 


The following are some of the powers used in Voltron. 


Acid flies at your enemy, splashing them with pain. 


10/20 Special 3 


Acid splashes the target. Instead of normal Wounds, apply Acid 
damage to an individual (see p. 27). 


The atoms around you gather, forming into an 
invisible protective layer that moves with you. 


Touch 3 D8 D8 D8 


Using this Power adds or enhances the character’s existing armor 
or the armor of a vehicle they are piloting. The Armor Die of the 
target receives an Upgrade for the standard Non-Weapon Power 
duration. If the Armor Die is already D12, consider its rating to 


be Di2 + Upgrade, with the Upgrade usable on any test that 
would require the Armor Die. Each Critical Success on the Feat 
Roll increases the duration by two turns. Multiple Armor Powers 
cannot be combined or stacked. 


DEFEND 
THE 
UNIVERSE 
A wall stands where no wall stood before. 
20/60 3 D8 D8 D8 
PLAYING 
THE GAME 
This Power forms quintessence into a wall. Success on the 
casting Feat means a wall 200 square meters is created; the base 
shape is 20 meters long by 10 meters high, but the caster can 
use the shape they desire. Each Critical Success can be used to 
add 20 square meters to the wall or Upgrade one of the P/E/D 
dice. Attacks on the wall Downgrade the P/E/D dice in turn (first 
Wound Downgrades Potency, second Downgrades Efficacy, third 
Downgrades Discipline, fourth Downgrades Potency again, and FEATS 
so on). Once a D4 die for the wall is Downgraded, the entire 
structure collapses. The Barrier lasts three rounds automatically; 
after those rounds, make a roll using the barrier’s current P/E/D 
dice against a DR of 13. Success means the barrier last two more 
rounds, with an additional two rounds for each Critical Success. 
UPGRADES/ 
DOWNGRADES 
I'll do more than ride this lion—I will be part of it! 
Touch 3 Character's Character’s Character’s 
Resolve Intellect Channelling 
CHARACTER 
This Feat is unique in that it relies on Attributes of a player INFO 
character rather than Attributes specific to the power. This is 
because a person’s character helps them bond with a lion, rather 
than any particular skill at channeling. This is a very difficult 
power, with a Difficulty Rating that starts at 19. If the character 
spends time with the lion, investigates it, or otherwise gets to 
know it, they can gain Upgrades or lower the Difficulty Rating 
of the Feat roll, per gamemaster’s discretion. Success means the COMBAT 
character can pilot the lion. 
INTRO 
MISSION 
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Quintessence acts as a dart to wound your enemies. 


30/50 1 3 


toward your chosen destination. Make a standard attack roll but 
Downgrade the target's Armor die on the defender’s roll due to 
the mystical nature of the missile. 


Learn whether life forms are close. 


10/20 3 D6 D8 D6 


The basic Difficulty Rating for this is 10. Hitting that means you 
can tell if there is something alive (beyond basic bacteria and 
insect life) within range of the Power. For each Critical Success, 
you gain another piece of information about the living beings in 
the area (e.g., species, health). 


GUNLK-START RULES 


The flow of quintessence brings health, 
repairing wounds and physical damage. 


Touch 3 D6 D8 D8 
Use the Heal rules on p. 16. 
Quintessence surrounds and shields you, 
hiding you from observers. 
Touch 3 D6 D8 D8 


The basic Difficulty Rating for this is 10. Any Critical Successes 
act as Upgrades to the P/E/D dice, which are used to oppose 
Awareness or Engagement rolls to spot the invisible subject. 
Multiple subjects can be touched; for each subject after the first, 
the caster takes a Downgrade on their Feat Roll. 


This Power forms the creation it is named after and sends it flying 


Lightning flies from your hands, crackling toward a target. 


50/100 1 3 


This energy attack scorches with powerful electrical heat and 
also imposes Electrical damage (see p. 27) 


Find and follow another's trail as if you 
had the keen senses of a lion. 


Touch 3 D6 D8 D6 


The caster touches a target, who receives greater ability to see 
trails and other evidence of where someone has been and where 
they are going. As long as the Power is active, the targeted 
character receives a bonus Upgrade on Engagement tests to 
follow a trail or related tasks. Critical Successes each add an 
additional Upgrade. 


Project an image to confuse and mislead onlookers. 


20/40 2 D6 D8 D8 


Your powers create an image that can be six cubic feet (or about 
0.2 cubic meters). It can be moved; if it is in the caster’s line of 
sight, it can move wherever they want; once it goes out of the 
caster’s line of sight, it continues in a straight line until out of 
range. Any Critical Successes act as Upgrades to the P/E/D dice, 
which are used to oppose Awareness or Engagement rolls to see 
through the illusion. 
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Elemental Damage 


Certain Powers (and other actions) may provide 
particular effects due to their elemental nature, meaning 
cold, fire, lightning, acid, or other elements may affect 
what kind of damage they do and how that damage 
persists. Below are some types of elemental damage. 


Fire 

When a character is hit with a fire-based attack, the 
hit character must take one Downgrade on a number of 
subsequent rolls equal to the wounds they receive due to 
the pain of the burns. 


Cold 


When a character is hit with a cold-based attack, they 
have all their movement rates cut in half for (3 + number 
of wounds received) turns. 


Se 


Electricity 


The hit character cannot perform a Feat Roll during 
their next turn because they are stunned. 


Acid 

A character hit with an acid-based attack experiences 
a permanent Downgrade to their armor. This Downgrade 
happens once per round for a number of rounds equal to 
the number Wounds inflicted by the attack. If the Armor 
has been destroyed, or if there was no Armor to begin 
with, Wounds are applied to the character instead of 
armor Downgrades. 

This effect can be interrupted with a thorough dousing 
of water or the application of a basal substance that 
neutralizes the acid. 


DEFEND 
THE 
UNIVERSE 


PLAVING 
THE GAME 


FEATS 


UPGRADES/ 
DOWNGRADES 


CHARACTER 
INFO 


COMBAT 


INTRO 
MISSION 
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PART ONE: 
RECONNAISSANCE 
PARTY 


Your adventure as a Paladin starts on the surface of the 
Balmera. These planet-sized ancient beings are petrified, 
but still alive. The rocky surface is covered in towering 
spires and power crystals created the Balmera itself. The 
Paladins begin this adventure exploring the surface for 
crystals and enjoying some time without a crisis looming. 

The first thing the players should do is make Feat Rolls to 
attempt to sense where power crystals are. Finding crystals 
requires a Search an Area Simple Feat (D8 + Engagement + 
Resolve). A roll of at least 19 will give them the exact location 
of on of the crystals marked on the map; if they roll 16-18, 
they get a general sense of where the crystal is, and a roll 
of 13-15 gives them the general direction to travel. Once a 
player is within a kilometer of a power crystal, the Difficulty 
Rating on the Feat Roll to find it drops to 10. Paladins should 
have achance to decide to stick together on the search or to 
separate if they sense multiple crystals. 

Once the players have had some time to search for 
and approach crystals, the calm of the day breaks— 
Galra sentries approach. The Paladins’ sensors detect 
them approaching the surface, giving them about thirty 
seconds to prepare. There should be at least five sentries 
and a druid, each in their own speeder. This number can 
be increased to as many as ten sentries and two druids, 
but only if you want to give the players a significant 
challenge right off the bat. 

lf the Paladins have spread out at all, the Galra forces 
land in the middle of the lions and attempt to keep them 
separate. Druids use Animate Object to put rocks in 
the surface in motion, acting as obstacles complicating 
the lions’ line of approach. The Galra forces know they 
probably can’t destroy the Paladins, much less Voltron, 
so their goal is to obtain two power crystals (either ones 
they take from the Paladins or find themselves) and flee. 
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INTRODUCTORY 
MISSION 


If they get away, it’s a defeat for the Paladins, since their 
hard work will be in hands of the Galra Empire. 

The map on p. 32 shows location of spires and power 
crystals in the area. When the Galra sentries arrive, they 
land in the middle of the spires. 


Tracing the Empire 


Regardless of the outcome of the first section, the players 
have been alerted to Galra activity in the area. If they don’t 
decide to look into it themselves, the residents of the 
Castle of Lions should give them the prodding they need 
to find out what the forces of the empire are up to. Sensors 
contained within the castle are the best way to track the 
Galra forces—players should make an Information Search 
Feat Roll (D8 + Electronics + Intellect) with a Difficulty 
Rating of 10. Success tells them Galra has set up a station 
on a large asteroid currently hurtling through the system. 

Once they've analyzed the base, their instincts (or a Tactical 
Planning Feat Roll, D8 + Tactics + Resolve with a DR of 13) tell 
them they could try to fly the individual lions to the far side of 
the asteroid, then launch an attack from there. 

When they approach the asteroid, each Paladin 
should make a D8 + Piloting + Resolve (13) Feat Roll. 
Success means their lion made the approach unnoticed. 
Failure simply means the Galra troops will be alerted to 
their presence, which will affect how they mount their 
defenses. Regardless of whether they are detected or 
not, though, the Paladins should be able to land safely on 
the asteroid and prepare their assault. 


The Galra Base 


This base is a relatively minor station, primarily used for 
reconnaissance and as aresting point for troops in transit. 
Losing the base means Galra’s information-gathering and 
transportation apparatuses will be interrupted, which is 
always a good thing to accomplish. 

Since the asteroid has no atmosphere and few 
resources, Galra operations are focused on spacecraft, 
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not ground craft. The base has four arms that stretch 
about halfway around the asteroid and widen as they 
approach each other. The center of the base as several 
launching tubes for moving craft on and off the asteroid. 
Larger ships, such as a battle cruiser, would not land on 
or dock with the base—smaller ships would simply move 
back and forth between the base and larger ships. 

This design means there is no real front to the base—as 
long as they weren't spotted coming in, the lions can get fairly 
close to the base from any angle before they are spotted. 

If their approach was not detected, the lions are met by 
six Galra troopers and a Druid, all in their own speeders, 
when they get within a kilometer of the base. Six more 
and two druids emerge after five Initiative Rounds. 

If the Paladins’ approach was detected, they have the 
extra annoyance of having to deal with Galra Drones. 
Twelve of these are launched as soon as the Paladins 
start their approach to the base and harass them until 
all are eliminated. If the Paladins stop to deal with the 
drones, the Galra troops mentioned above launch and 
attack the players where they are. As above, the second 
wave arrives five Initiative Rounds after the first. 

While the lions might be sufficient to take on the 
troopers, Voltron is needed to take down the base. 
Voltron will be easier to form if the Paladins spend 
some time fighting the Galra troopers individually and 
demonstrating good teamwork so they can gain Upgrades 
and lower the DR of the Formation Feat. 

Once they form Voltron, the Blazing Sword is going to 
be what they need to slice through the base's structure 
and rupture it. Once the sword has inflicted five wounds 
onthe base, containment is breached, air rushes out of the 
base, and the Galra troops flee out of self-preservation. 


Follow-Up Missions 


The destruction of the Galra base could set up a host 
of subsequent plot lines. Perhaps the Paladins find 
information about another, larger base and decide to try 
to eliminate it. Perhaps the Galra Empire tries to track the 
Paladins after this attack and make them pay for their 
actions. Or perhaps the Paladins find evidence of a secret 
research project in the base showing that the Galra Empire 
is trying to build a powerful weapon of their own, and the 
Paladins know they need to prevent the weapon from ever 
being deployed. 

Whatever the case, use this first mission as a jumping- 
off point as the Paladins seek to bolster Voltron’s 
reputation as a legendary defender! 


PALADINS 


Below is the game information for the five Paladins used 


in these rules, as well as game information for Galra forces. sf 
UNIVERSE 
VIT AGI RES INT INF 
D6 D8 D8 D6 D6 a 
Skills: Close Combat D6“, Persuasion D6, Piloting D6, Ranged Combat 
D4”, Tactics D10 ae 
Gift: Paladin Leader (May re-roll one die when making an Influence Feat to 
lead other Paladins) 
WEAPON RANGE WOUNDS CRIT NOTE 
Does 
Sword 2/5 1 3 Electrical 
damage. 
KEITH FEATS 
VIT AGI RES INT INF 
D8 D10 D6 D8 D6 ve 
Skills: Awareness D4’, Close Combat D6”, Engagement D6, Piloting D6, 
Ranged Combat Di0 
Gift: Blademaster (Once per session, + Upgrade when attacking with a 
blade) UPGRADES/ 
WEAPON RANGE — WOUNDS CRIT NOTE DOWNGRADES 
Katar 2/20" 1 3 wie 
amage 


*Second number is range if thrown; treated as ranged attack. 


PIDGE CHARACTER 


VIT AGI RES INT INF CH INFO 
D6 D6 D8 Di0 D6 D8 
Skills: Awareness D8, Biotechnology D4*, Engagement D8, Close Combat 
D6, Piloting D6*, Ranged Combat D6 
Gift: Investigator (Once per session, + Upgrade on Engagement Feat) 
Quintessence Power: Find Life 
WEAPON RANGE WOUNDS CRIT NOTE COMBAT 
See 
Grappling description 
hook 50/100 0 3 for damage 
info 
Damage is not the grappling hook’s primary purpose. Normally, on a hit, 
the hook wraps securely around a target. This could be used for many 
purposes, including climbing and restricting the target’ movement. The 
only way for the grappling hook to do damage is to succeed in a Called INTRO 
Shot and have at least one Critical Success. The initial hit does not MISSION 4 


cause a wound, but the Critical Success does. Any additional Critical 
Successes cause additional damage as normal. 
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VIT AGI RES INT INF CH SPEED HANDLING BUILD ZOOM 
D8 D8 D6 D6 Di0 D6 15 D10 D6 Di0 
Skills: Awareness D6, Close Combat D6, Medicine D4*, Piloting D6”, WEAPON RANGE WOUNDS CRIT 


Ranged Combat D10 


Gift: Sharpshooter (Once per session, + Upgrade for Ranged Combat Feat) tees) mee l 2 
Quintessence Power: Invisibility Mouth cannon 75/150 1 3 
ln WEAPON RANGE WOUNDS CRIT NOTE Claws melee 2 3 
. Does Ice 
y Rifle 250/500 1 8 mace Jaw blade 2/20 1 3 
S Heat ray™ 30/60 1 3 
& * See description for damage info 
~ VIT AGI RES INT INF CH ™ Does Fire damage 
D10 D6 D8 D6 D8 D6 
3 " Skills: Engagement D6, Close Combat D10, Piloting D6*, Ranged Combat 
D6, Stealth D4* SPEED HANDLING BUILD ZOOM 
Wy Gift: Stubborn (When someone is trying to use Influence to convince 65 D8 D6 D8 
\e Hunk of something, he may re-roll a die on Opposed roll) 
he WEAPON RANGE WOUNDS _CRIT NOTE WEAPON RANGE maunns SRT 
Does Ice Tail laser* 100/200 1 3 
i Cannon 150/300 2 3 crac 
Mouth cannon 75/150 1 3 
Claws melee 2 3 
LIONS Jaw blade 2/20 1 3 


*See description for damage info 


BLACK LION BLUE LION (LANCE) 


(CHARISMATIC AND HEROIC, LEADER, SHIRO) =o ee som 


Ths) D10 D8 DiO 
SPEED HANDLING BUILD ZOOM 
70 D8 D10 D8 WEAPON RANGE WOUNDS CRIT 
WEAPON RANGE WOUNDS CRIT ea 100/200 1 3 
Tail laser* 100/200 1 3 Mouth cannon 75/150 1 3 
Mouth cannon 75/150 { 3 Claws melee 2 3 
Claws melee 2. 3 Jaw blade 2/20 1 3 
Jaw blade 2/20 1 3 Water canon™ 20/40 1 3 
Mouth lasers 125/250 1 2 * See description for damage info 
™ If more than one wound is inflicted, target must make an Athletics + 
* See description for damage info Vitality (16) Feat roll or be knocked over. 
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SPEED HANDLING BUILD ZOOM VIT AGI RES INT INF CH 


65 D6 D10 D6 D6 D6 D8 D8 D6 
DEFEND 
WEAPON RANGE WOUNDS CRIT Skills: Awareness D6, Close Combat D8, Engagement D8, Medicine D6, THE 
Tail laser’ 100/200 1 3 eee UNIVERSE 
aeeee Quintessence powers: Animate Object, Armor, Ethereal Dart 
Mouth cannon 75/150 1 3 Note: For this mission, eliminate Galra Druids once they have received 4 
Wounds. 
Claws melee 2 3 
Jaw blade 2/20 1 3 
Plasma cannon™ 150/300 1 4 GALRA DRONE 
PLAYING 
*See description for damage info SPEED HANDLING BUILD ZOOM THE GAME 
™ Does Fire damage 80 D8 DA+ D6 
0 t WEAPON RANGE WOUNDS CRIT 
pponen s Blaster 25/50 1 4 
Drones try to steer into the path of enemy craft so they can hit them and 
GALRA TROOPER explode. If a craft hits a drone, treat as an attack with D8, D10, and 
D10 dealing 1 wound with a Crit of 4. 
vIT AGI RES INT INF CH Note: For this mission, eliminate the Galra Drones once they have received FEATS 
D8 D8 D6 D6 D6 D4* 1 Wound. 
Skills: Awareness D6, Close Combat D8, Piloting D6*, Ranged Combat D6, 
Stealth D4” : GALRA SPEEDER 
WEAPON RANGE WOUNDS CRIT SPEED HANDLING BUILD ZOOM 
Sidearm 75/150 1 3 60 D8 D6 D6 
oe mission, eliminate Galra Troopers once they have received WEAPON RANGE WOUNDS CRIT UPGRADES/ 
Blaster* 100/200 1 3 DOWNGRADES 
* See description for damage info 
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